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LIMITED WARRANTY 


Strategic Simulations, Inc. ("SSI") warrants that the diskette on which the enclosed 
program is recorded will be free from defects in materials and workmanship for a period 
of 30 days from the date of purchase. If within 30 days of purchase the diskette proves 
defective in any way, you may return it to Strategic Simulations, Inc., 883 Stierlin Road, 
Building A-200, Mountain View, CA 94043-1983 and SSI will replace it free of charge. 
In addition, if the diskette proves defective at any time after the first 30 days, return 
the diskette to SSI and SSI will replace it for a charge of $10.00. Please allow about 
four weeks for delivery. 


SSI MAKES NO WARRANTIES, EITHER EXPRESS OR IMPLIED, WITH RESPECT 
TO THE SOFTWARE PROGRAM RECORDED ON THE DISKETTE OR THE GAME 
DESCRIBED IN THIS RULE BOOK, THEIR QUALITY, PERFORMANCE, MER- 
CHANTABILITY OR FITNESS FOR ANY PARTICULAR PURPOSE. THE PROGRAM 
AND GAME ARE SOLD “AS IS.” THE ENTIRE RISK AS TO THEIR QUALITY AND 
PERFORMANCE IS WITH THE BUYER. IN NO EVENT WILL SSI BE LIABLE FOR 
DIRECT, INDIRECT, INCIDENTAL, OR CONSEQUENTIAL DAMAGES RESULTING 
FROM ANY DEFECT IN THE PROGRAM OR GAME EVEN JF SSI HAS BEEN AD- 
VISED OF THE POSSIBILITY OF SUCH DAMAGES. (SOME STATES DO NOT ALLOW 
THE EXCLUSION OR LIMITATION OF IMPLIED WARRANTIES OR LIABILITY FOR 
INCIDENTAL OR CONSEQUENTIAL DAMAGES, SO THE ABOVE LIMITATION OR 
EXCLUSION MAY NOT APPLY TO YOU.) 


The enclosed software program and this Rule Book are copyrighted. All rights are 
reserved. This Rule Book may not be copied, photographed, reproduced, or translated 
or reduced to any electrical medium or machine-readable form, in whole or in part, 
without prior written consent trem SSI. The program accompanying this Rule Book 
may be copied, by the original purchaser only, as necessary for use on the computer 
for which it was purchased. 


© 1985 by Strategic Simulations, Inc. 
All Rights Reserved. 
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cms are unable to make a backup copy of your disk (most at our games have some 
form of copy-protection), you may purchase a backup disk from SSI for $10 plus 
$2 for shipping and handling. California residents, add applicable sales tax. 
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What to do if you have a defective disk 


Each of our games undergoes extensive playtesting prior to its release. Through this 
process we hope to uncover, and correct, any errors in programming. However, due 
to the complex nature of our simulations, some program errors may go undetected 
until after publication. In addition to errors in the program, there are occasionally 
problems with the disk itself. We experience the industry standard of approximately 
a 3 to 5% failure rate of duplicated disks. Before assuming that a disk is defective, 
make sure to check your disk drive. Up to 95% of the disks returned to us as defective 
will run fine on our computer systems. Often the problem is with a disk drive that needs 
servicing for alignment, speed, or cleaning. 


Should you have a defective disk, please return the disk only (keep all other parts of 
the game) to our Customer Support Department, along with a note describing the 
problem you have encountered. A replacement disk will be provided upon our receipt 
of the defective disk. 


Should you uncover an error in the program, return both your game disk and any “save 
game” disks to our Customer Support Department. Please enclose a description of 
what was taking place in the game when the error occurred. Upon correction of the 
program error, we will return an updated disk to you. 


Always make sure to include your name, address, and daytime telephone number 
with any correspondence. We will do our best to see that any problems are corrected 
as soon as possible. 
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INTRODUCTION TO 
NORWAY 1985 


As conventional war raged across Europe, 
Soviet forces quickly and easily occupied 
Norway in the summer of '85. But their early 
success turned to stony struggle with the 
onset of winter. Mobile ski and mortar troops 
continually harass and pierce the Soviet 
positions, 

Soviet forces are backed by superior fire- 
power in artillery and rocket launchers. But 
this advantage is offset by the rugged land- 
scape and harsh northern conditions. Night- 
time temperatures freeze the oil in armored 
vehicles. The usual rules of war seem not to 
apply. The lessons of Afghanistan and Vietnam 
are again played out in a forbidding environ- 
ment which itself dictates how the war will be 
conducted. To counter the situation, the 
Soviets field their own ski troops, while still 
relying heavily on bombardment and their 
highly effective Hind helicopters. 

It's a case of lighting versus the hammer as 
another brief winter's day dawns in Norway, 
1985. 





1.0 PLAYING THE GAME 


You should first read the GERMANY 1985™ 
rulebook. The following rules are modifica- 
tions of the GERMANY 1985 rules. 

Follow the game-loading procedure in 
section 1.0 of GERMANY 1985. 

When the game starts, you will see the set 
of options shown at the bottorn of this page. 
The highlighted option is the one in effect. 

To change any option, type the number of 
that line until your choice is highlighted. When 


you, are ready, press the space bar. The battle . 


begins with the NATO move. 


1.1 The Map Scale 
Each hexagon on the 39 X 28 hex map rep- 
resents 3 miles (compared with one mile in 
GERMANY 1985). Weapon ranges, sighting 
distances and movements are adjusted ac- 
cordingly from those in GERMANY 1985. 
On the screen you see one sector, or 
1/12th of the total map, at one time. Sector 
numbers and letters (in rows: 1-3, 4-6, 7-9, 
A-C) are shown on the map screen. Hit the B 
key to change the color scheme of the map. 
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Terrain: NORWAY 1985 uses the same terrain 
symbols as in GERMANY 1985 with the addi- 
tion of LAKES, MOUNTAINS, AND AIRBASES. 


©) LAKE 
ÇY MOUNTAIN (impassable) 
AIRBASE (see 6.0 AIR POWER) 


At the start of the game NATO forces are 
dropped into four places on the screen, chosen 
at random. The Russian initial setup is fixed. 
Russian reinforcements can arrive randomly 
along any of five different roads (the one 
closest to sector 3, the two roads to the right 
of 9, and the roads below and to the left of 
section A), 


1.2 Moving the Cursor EA 

To move the blinking Pr a Y 
cursor around the map, < 6 44 3 P 
use the COMMAND keys... [7 x. 





as shown at the right: ra 5 ort a » 
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1.3 Unit Identification 

In NORWAY 1985, the NATO player has only 
two types of units: Ski Infantry and Ski Mortar 
Infantry. Both of these are unique to this 
scenario. 

The Soviet forces consist of Mechanized 
Infantry Battalions (BMP), Artillery, and Katyusha 
Rocket Launcher Battalions. One new unit is 
Ski Infantry. 


4 Moving Units 
E Press ESCAPE (C-64: F1) to find your first 
unit and enter its movement phase. Move 
the unit with the same 1-6 COMMAND 
keys as illustrated in section 1.2 

@ If you attack an enemy unit the cursor will 
move to it Hit the space bar to return the 
cursor to your next unit to be moved. 

m When you have moved your last unit for 
that turn, the cursor on the screen will blink. 
Type c/E (CONTROL and E), and then type 
E to end your move. 

E You may not stack onto hidden units. 


1.5 The Soviet Move 

E The computer will now move all the Soviet 
units one by one. If you want to study the 
situation, you can stop the Soviet move by 
typing ESCAPE (C-64: F1). Start move- 
ment again with the space bar. 

m When the cursor blinks again, the Soviet 
move is finished. Type ESCAPE (C-64; F1) 


to start your second move. 


2.0 MOVEMENT 


2.1 Movement Display 

m When the word SMOKE on the display is 
highlighted, it means the unitis ina smoke- 
filled hex. 

m EF (efficiency), DV (division), and HQ 
(headquarters information) are not present 
in this conflict. These larger organizational 
elements are unnecessary in this northland 
combat of smaller units. 

m A new factor has been introduced, for 
fatigue: FT. Fatigue affects movement. 


2.3 Sighting by Enemy Units 

Ifa unit is visible to enemy units, its movement 
ability, power in combat, and ability to change 
modes are all reduced. For detail see section 
10.0 HIDDEN UNITS. 


2.4 Night Movements 
As in GERMANY 1985. 


2.5 Air Cavalry 

There are no Air Cavalry units in NORWAY 

1985 (see 6.0 AIR POWER for description of 

air capability), 

2.6 Transport Mode 

@ INFANTRY UNITS cannot change to 
TRANSPORT mode. 

@ Units in TRANSPORT mode cannot enter 
enemy occupied towns, villages or airbases. 


2.8 Rivers and Lakes 

All units can cross via a road. Non-artillery 
units can cross rivers without a road. All except 
artillery units and BMP (Russian mechanized 
infantry) may cross lakes. 


2.9 Bridging 
No bridging required in these frozen wastes. 


2.10 Terrain Effects 
See the Terrain Effects Table in the Appendix 
of this booklet 


2.11 Special Movement Keys 
c/L(CONTROL/L) is not used in this scenario. 


2.12 Smoke 
It costs an extra movement point to enter a 
SMOKE FILLED hex. 


3.0 MODES 

€E These modes are not present in NORWAY 
1985: 
- DEFN (Defense) 
- SUPPRT (Support) 


- RIVER 
- REOR (Reorganize) 
m All units can enter ATTCK (Attack) mode. 


4.0 THE ORDER PHASE 

m D (Delay) is not in this conflict 

@ R(Run and Reorganize) is not a choice in 
this scenario — all units will withdraw from 
enemy sight, go into hidden mode, and 
then reorganize automatically ifnot sighted 
by the enemy at the start of that turn. For 
reorganized units, fatigue and strength will 
increase by a small amount up to a maxi 
mum of 7 and 12, respectively. 


5.0 ARTILLERY 

Artillery ranges in hexes are less than in 
GERMANY 1985, since the map scale is 
greater. 

The SUPPRESSION power of artillery fire 
affects both the strength and fatigue of the unit 
being bombarded. Terrain is critical. A unit 
that’s bombarded ona lake will “sink” quickly, 
but a unit in a town may hold on for a long 
period. 


5.2 Support Fire 

To provide support fire for friendly units in 
combat, the firing unit must not have moved, 
and must be within range of the combat. Units 
in combat can call for this fire during their 
orders phase by typing 5 for SUPPORT fire. 


5.4 Special Artillery Rules 

Every NATO and Soviet unit has the ability to 
fire artillery at an enemy. The effectiveness of 
fire is partly dependent on the terrain of the 
target 


6.0 AIR POWER 

E In NORWAY 1985, both sides are allocated 
air strikes automatically at the start of their 
turn. The Russian strike is reduced if their 
airfields are occupied at that time. 

E Type c/A (CONTROL and A) to see the 
number of tactical air support points re- 
maining for the Russians or for NATO. 

@ In the order phase, type 5 for Support and 
helicopters will strike within 3 hexes of the 
unit calling in the strike. 


7.0 COMBAT 

7.2 Artillery Damage 

Artillery affects a unit's strength (thus, its 
survival) and its fatigue (ability to move). 


7.4 Supporting Units 
Neither Support Mode or Headquarters Units 
are used in this game. 


7.5 Combat Resolution 

Same asin GERMANY 1985 except units have 
no efficiency rating, supporting or head- 
quarter units. 


7.6 Retreating Units 

Units may retreat any number of times. When 
cornered and unable to retreat, they'll suffer 
additional losses. NATO units in towns and 
villages will have an increased ability to stand 
and fight, and will not easily retreat. 


7.8 Special Rules 
Units can attack freely across river hexsides. 


8.0 HEADQUARTERS 
Not in this battle, 


9.0 REORGANIZATION 


Happens automatically (see 4.0 THE ORDER 
PHASE). 


10.0 HIDDEN UNITS 

@ “Hidden” Russian units behave just as in 
GERMANY 1985. 

@ Hidden NATO units can only be sighted if 
the Russian unit is adjacent. A hidden 
NATO unit can normally sight all Russian 
units whether exposed or hidden unless it 
is moving, in which case it only sights 
adjacent Soviet units. As in GERMANY 
1985, an exposed NATO unit can only hide 
when it is not sighted by a Russian unit. 


11.0 MINES AND NUCLEAR 
CONTAMINATION 
Not present in this conflict 


12.0 REINFORCEMENTS 


Reinforcements arrive as shown on the back 
of the map card. 


13.0 VICTORY 


13.1 Victory Points 

Every turn of the game, each side receives 
1 point for each urban, town, or airbase hex 
it controls at the beginning of its part of the 
turn. The Russian player gets 4 points foreach 
NATO unit destroyed. The NATO player gets 
1 point for each Russian unit eliminated. 
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13.2 The Victory Display 

To view the Victory Points earned by each side, 
type c/V (CONTROL and V) atany time during 
your turn. (You can also see the VICTORY 
DISPLAY during a Solitaire game when the 
computer is moving its units.) The display 
shows you, in parentheses, the current number 
of objective hexes (urban, town, and airbase) 
you control. Also displayed are accumulated 
points for objective hexes from previous turns 
and the number and points for eliminated units. 


13.3 End of the Game 

NORWAY 1985 ends automatically after turn 
14, 15 or 16 (chosen randomly at the start of 
each game). 


16.0 TACTICS 


E The Soviet player has superior firepower, 
but the NATO forces are highly mobile. 

m The NATO player should neutralize the 
Soviet airbases. 

m The NATO player must marshall forces 
without being observed, in order to attack 
and overcome the Soviet's superior con- 
ventional forces. 

E Hide units whenever possible, to gain 
surprise. 

m The NATO forces should take and hold 
objectives. You eam Victory Points each 
turn they're held. 


FREQUENTLY USED 





COMMANDS 
Movement Phase Commands Commands when cursor is blinking 
O Give orders to unit S (Followed by map sector number 


or letter) Show that sector of map 


C Change mode of unit | 
SPACE Return to game play 


L Look at other unmoved units in 


that division i | 
Q Leave unit where it is peep Coe es 
hin ETE f only) Toggles back: 
ii A blink all units of ground color from white to black 
P (APPLE only) 
a O Commands during computer move 
O NATO Unit Sa gan) 
E Soviet Unit c/P Turn combat pause on/off 
(Enemy HIDDEN units will not c/V Show victory display 
appear. Friendly HIDDEN units “— (C-64: f5) Speed up computer 
do appear on the strategic screen. move 
Moving unit blinks.) —~ (C-64: f7) Slow down com- 
c/H Hide unit puter move 
c/C Attack adjacent unit SPACE Resume paused computer 
c/A Show air power display BAR move 
c/V_ Show victory points (See 2.11 and 14.0 in GERMANY 1985 for 


ESCAPE (C-64: F1} Exit movement phase other commands.) 
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TERRAIN EFFECTS TABLE 


TERRAIN MOVEMENT SIGHTING 


TYPE COST DISTANCE 
Open 2 A 
Lt. Rough 3 3 
* Rough 4 2 
Town 3 3 
Urban 4 2 
* Lake 2 4 
Forest 3 2 
Mountain Prohibited N/A 
Note: Add two movernent points for smoke 
in the hex and for night turns. 
* Only ski and ski mortar units can enter LAKE 
and ROUGH hexes. 
MAXIMUM MOVEMENT 
ALLOWANCES 
NATO (.5.A.) SOVIET 
SKI 14 SKI ` A 
SKI MORTAR 14 BMP/BDM 12 
ARTLY 12 
KATSH 12 





STRATEGIC SIMULATIONS, INC. 


If you have any questions or problems regarding the program or game, please send a self. 
addressed, stamped envelope with your question to: STRATEGIC SIMULATIONS, INC., 883 
Stierlin Road, Building A-200, Mountain View, CA 94043-1983. 

Or call our Hotline Number: (415) 964-1200 every weekday, 9 to 5 (P.S.T.). 


